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PROVIDE A LIGHT SOURCE POSITION 
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PROVIDE GEOMETRY, -DATA TO THE APPLICATION 
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DETECT POSSIBLE SBSBOW EDGES 



I 

GREAT® A CUBEMAP ! 
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CREATE SOFT SHADOW POLYGONS 
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RENDER SOFT SHADOW i^LYGGNS ENTO 0UBEMAjP 



S2 0 7 _J f 

CREATE SHADOW VGLPME POLYGONS , 



RENDER THE SCENE INTO. THE Z- BUFFER.. 
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RENDER SHADOW VOLUME 'POLYGONS INTO* THE 
STENCIL BUFFER 
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FIG. 2 A 
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OIS»E3tY THE! FRKNS BUPi^fc ON T»5E SCfcEEM: 
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